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Dalam fenomena perundungan, kasus perundungan jarang terselesaikan antar 
kedua belah pihak antar pelaku perundungan dan korban perundungan. Sedangkan 
saksi perundungan hanya melihat korban perundungan terkena kasus perundungan 
dikarenakan takut terkena arus perundungan. Melalui hal ini, penulis ingin 
mengajak saksi perundungan untuk berperilaku upstander berupa membela 
korban perundungan dengan berani tanpa takut dengan konsekuensi terkena 
perundungan. 
 Penulis menggunakan metode perancangan design thinking untuk meneliti, 
merancang, kemudian didukung oleh teori perancangan user experience dan user 
interface. Perancangan user experience didukung dari hasil penelitian yang 
disusun menjadi empathy map canvas, persona, user goal, dan wireflow. 
Perancangan user interface didukung dari hasil user experience, grid system 
modular, dan golden ratio. 
Dari proses penelitian dan perancangan ini, hasil akhirnya berupa video 
game 2D platform mobile berjudul “PrAbu” dengan singkatan “Prajurit Anti 
Bullying” menginformasikan tata cara pencegahan berlanjutnya perundungan 
dengan menjadi upstander. Dari visualisasi user experience dan user interface, 
dapat disimpulkan bahwa peranan user experience dan user interface dalam 
penyampaian cerita berupa dialog, realisasi kartu solusi, dan konfrontasi 
perundungan sangat penting agar informasi dapat benar-benar tersampaikan. 





In the phenomenon of bullying, cases of bullying are rarely resolved between the 
two parties between the abuser and victim of the bullying. Whereas witnesses of 
bullying only see victims of bullying exposed to cases of bullying for fear of being 
exposed to bullying. Through this, the author wants to invite witnesses of bullying 
to behave upstander in the form of defending victims of abuse with courage 
without fear of the consequences of being abused. 
The author uses design thinking design methods to research, design, and 
then be supported by user experience and user interface design theories. The 
design of user experience is supported from the results of research compiled into 
empathy map canvas, persona, user goals, and wireflow. The design of the user 
interface is supported by the results of user experience, modular grid systems, and 
golden ratios. 
From this research and design process, the end result is a 2D mobile platform 
video game titled "PrAbu" with the acronym "Prajurit Anti Bullying" informing 
the procedures for preventing continued bullying by becoming an upstander. 
From the visualization of user experience and user interface, it can be concluded 
that the role of user experience and user interface in the delivery of stories in the 
form of dialogue, realization of solution cards, and confrontation bullying is very 
important so that information can be truly conveyed. 
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